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WARNING: READ BEFORE USING YOUR SEGA SATURN 


A very small percentage of individuals may experience epileptic seizures 
when exposed to certain iight patterns of flashing lights. Exposure to cer- 
tain patterns or backgrounds on a teievision screen or whiie playing video 
games may induce an epiieptic seizure in these individuais. Certain con- 
ditions may induce undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in your fam- 
iiy, has an epiieptic condition, consult your physician prior to playing. If you 
experience any of the following symptoms whiie piaying a video game — 
dizziness, altered vision, eye or muscle twitches, disorientation, loss of 
awareness, any involuntary movement or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 

PROJECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture-tube damage or 
mark the phosphor of the CRT. Avoid repeated or extended use of video 
games on large-screen projection televisions. 

SEGA SATURN VIDEO GAME USE 

This CD-ROM can only be used with the Sega Saturn. Do not attempt to 
play this CD-ROM on any other CD player; doing so may damage the 
headphones and speakers. 

This game is licensed by Sega for home play on the Sega Saturn only. 
Unauthorized copying, reproduction, rental, public performance or broad- 
cast of this game is a violation of applicable laws. 

The characters and events portrayed in this game are purely fictional. Any 
similarity to other persons, living or dead, is purely coincidental. 

HANDLING YOUR COMPACT DISC 

• The compact disc is intended for use exclusively on the Sega Saturn. 

• Avoid bending the disc. Do not touch, smudge or scratch its surface. 

• Do not leave the disc in direct sunlight or near a radiator or other source 
of heat. 

• Always store the disc in its protective case. 
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This official seal is your assurance that this product meets 
the highest quality standards of SEGA™. Buy games and 
accessories with this seal to be sure that they are compat- 
ible with the SEGA™ SATURN™ System. 
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STARTING UP 


1. Set up your Sega Saturn 
system as described in its 
instruction manuoi. Piug in 
Controi Pad 1 . 

2. Piace the Sheiishock disc, 
iabei side up, in the weii of 
the CD tray and ciose the 
iid. 

3. Turn on the TV or monitor 
and the Sega Saturn™. 

The Sega Saturn™ iogo 
appears on screen, (if 
nothing happens, turn the 
system off and make sure it 
is set up correctiy before 
turning it on again.) 

4 if you wish to stop the 

game in progress or the game ends, press the Reset Button on 
the Sega Saturn console to display the on-screen Control Panel. 

Important: Your Sega Saturn™ CD contains a security code that 
allows the disc to be read. Be sure to keep the disc clean and han- 
dle it carefully. If your Sega Saturn™ system has trouble reading the 
disc, remove the disc and wipe it carefully, starting from the center 
of the disc and wiping straight out toward the edge. 




CONTROLS 



D-Pad Up 
D-Pad Down 
D-Pad Right 
D-Pad Left 
D-Pad Right+C 
D-Pad Left+C 
Right Paddie 
Left Paddle 
Tap both Paddles 
A 
B 
Z 
X 
Y 

Start 


Forward Drive 
Reverse Drive 
Steer Right 
Steer Left 

Handbrake Turn Right 
Handbrake Turn Left 
Moves Turret Right 
Moves Turret Left 
together Re-centers Turret 
Fire currently selected weapon 
Toggles through available weapons 
Selects alternative target 
Toggles to and from Tactical Map 
Zooms in and out of your position while display- 
ing Tactical Map 

Pauses / Unpauses the game, and brings up 
Options Screen 


NOTE: These are the defaults. Controls can be configured by the user. 



QUITTING THE GAME 

Pressing the Start Button along with the A, B, & C buttons during game 
play quits the current game and returns you to the Title Screen. 


JUST KEEPING THE PEACE 

Mostvia Vatska, 1994. A Speciol Forces unit protecting a civilian 
convoy, comes under heavy artillery fire. All requests for tactical 
support from US Intelligence are denied and the unit declared 
expendable. The convoy is destroyed. Only five men survive. 

New York City, 1997. A five-man commando unit is operating out of 
the derelict state correctional facility on Jackson Island, New York. 
Calling themselves 'Da Wardenz', they are uncompromisingly com- 
mitted to combating terrorism, fighting oppression and exposing 
corruption worldwide. 

In a world without justice, they're the last line of defense. 


THIS IS THE PITCH 



A note from Dogg Tog: 

SFIELLSFICCK puts you right smack in the middle of the action. You 
are now a rookie member of the baddest commando tank force 
you'll ever meet — Da Wardenz. 

The object of the game is to serve a tour of duty with these five guys, 
proving yourself, in their and your own eyes, as you battle your way 
through a series of missions in a variety of fictionalized, real-world 


locations. From the freezing forests of Mostvia Vatska, to the steam- 
ing Paranaguon jungle, you're gonna have a real tough time of it. 

Armed only with an M-13 Predator battletank and several thousand 
pounds of heavy-duty ordnance, you're gonna find your skills test- 
ed to the absolute max. 

As the tour of duty progresses— and if you're 
still breathin' — you'll get the opportunity to 
upgrade your tank and improve its perfor- 
mance, armor and armaments. 

But before we get down to the business at 
hand, let me introduce to you the guys who 
are gonna be watchin' your back (so long as 
you watch theirs); 



DA WARDENZ 



The Man 

Real name; RESTRICTED 
Rank; CCLCNEL 
Age; 27yrs 

The leader of Da Wardenz. 



Earshot 

Real name; DARNELL JCNES 
Rank; SERGEANT 
Age; Slyrs 

Earshot is in charge of 
Communications and Tactics 
and will feature in-game to give 
you messages relating to your 
objectives etc. Fle's something of a pseudo-intellectual, so don't 
go asking him about the existentialism of Jean Paul Sartre, or you'll 
most likely wind up with a 20,000 word thesis on the subject. 




D-Tour 

Real name; CECIL COLES 
Rank: PRIVATE FIRST-CLASS 
Age: 29yrs 

A onetime member of the 
Special Forces unit that the other 
members of Do Wordenz were 
also attached to, he is an expert 
with armored vehicles. D-Tour is 
your buddy throughout the tour of duty that you serve with Do 
Wordenz, having been assigned to accompany you in the tank dur- 
ing your missions, He will feature chiefly in-gome. 



Props 

Real name: ALVIN FIELDER 
Rank: CORPORAL 
Age: 24yrs 

Props is on ordnance and supply 
specialist (guns 'n' stuff). He's at 
home in the workshop, where he 
controls the supply of equipment 
and ammunition for your 
Predator tank. Go see Props if you wont to equip your tank - so long 
os you're within his budget. 




only member of Do Wordenz to 


Dogg-Tag 

Real name: MIKE REYNOLDS 
Rank: CAPTAIN 
Age: 27 yrs 

West Point educated and o one- 
time member of Special Forces, 
he is the leader of Do Wordenz 
and will brief you of the outset of 
each mission. Dogg Tog is the 
know The Man's true identity. 


9-M 

Real nome: CHARLES VALDEZ 
Rank; LIEUTENANT 
Age: 25 yrs 

Also o graduate of West Point, 
9-1-1 was o onetime member of 
o Special Forces unit attached to 
the Army Air Corps, He performs 
the role of Da Warden 'z pilot, fly- 
ing both the A- 10, for supporting air-cover, and the Chinook, for res- 
cue missions. 9-1-1 is a very creative individual — he's the guy 
responsible for 'decorating' Da Wordenz vehicles. 



THE M-13 PREDATOR BATTLETANK 


The word fronn D-Tour 

This is what you're gonna be playing with over the next few days 
and months. We're talking serious state-of-the-art mobile mayhem, 
here. The M-13 is what you need when you're rolling out into a real 
bad place like Mostvia Votska and the stuff's really flyin'. 

She's got a 240mm, M257, smooth-bore main cannon, capable of 
firing armor-piercing shells with greet accurocy. She's got a 60mm, 
M231 pivoting chain-gun operated by a built-in targeting CPU that 
automatically tracks and locks on to both airborne and ground- 
based targets. 

Your Predator can also be equipped with a surface-to-air missile 
louncher, loaded with up to 4 Viper, fire-and-forget SAMs. On the 
defensive side, this baby's got depleted uranium armor which you 
can upgrade ond replace before going back into those firefights 
we all know and love so well. 

And she's all yours, green. So take care of her and she'll take care 
of you. 




STARTIN’ OUT 

SHELLSHOCK starts with an animated introduction. The introduction 
is foiiowed by the Titie Screen. From the introduction, press Start to 
take you to the the virtuai environment of Da Wardenz HQ. — known 
as THE PEN. 


THE PEN 

The Pen is iocated in the abandoned state correctionai facility on 
Jackson Island, New York City. It is in here that you can explore the 
game's various options — accessing status screens, equipping your 
tank and entering Mission Briefings. 

GETTIN’ ROUND THE PEN 

Gettin' round in the Pen couldn't be easier. All you gotta do is to 
move a target-shaped cursor with the D-Pad between the several 
locations you can visit in the HQ. Text is overlaid at the bottom of 
the screen to describe each location ond by pressing the "C" but- 
ton on that location, you can access it. 


HQ LOCATIONS 



Main Hangar 

From your 'home' location in the Main Hangar, you can access 4 
main locations; Tank, Basketball Court, Workshop Area and 
Briefing Area. 


8 


Tank 



From here, you can climb 
aboard your M-13 
Predator tank and cus- 
tomize its controls. Your 
options here are: 


CLIMB ABOARD TANK 

Inside the Predator's cockpit, you'll find various options to enable 
you to customize the tank's controls. 

EXIT 

Takes you back to your 'home' location in the Main Hangar. 


Basketball Court 

Even though you con't 
shoot some hoops with 9- 
1-1, there's plenty to do in 
here: 


GO TO STEREO SYSTEM 

This is where you can listen to those funky beats. 

ENTER SIMULATION ROOM 

Here you can talk to Earshot, your communications man. 



EXIT 

Takes you back to your 'home' location in the Main Hangar. 


Workshop Area 




This is the piece to check 
on your eii-important sta- 
tus end to equip your tank. 


CHECK STATUS 

Accesses the Status Computers which wiii provide you with the 
Dateiine for each mission (aiiowing you to check your progress thru 
the game). Tank Status (giving you the current levei of armor fitted 
to your tank, the amount of damage you've got, and the ievei to 
which your tank's been equipped: 


Armor Levei: 

SAMs: 

Engine Upgrades: 

Track Upgrades: 
Reioad Upgrades: 

Targeting Upgrades: 
Cashflow: 


The amount of armor fitted, and the 
strength of the Armor. 

How many missiies you have. 

How much the engine's been upgraded 
(affecting acceieration, top speed and 
turning abiiity). 

How much your tracks have been upgrad- 
ed (improving traction). 

How weii-tuned the reioading mechanism 
on the main cannon is (the time between 
each shot). 

How good your targeting computer is (speed 
of iock-on for chain-guns and missiles). 

How much cash you have. 


Score: 


How many points Dogg Tag's given you (or 
not, as the case may be). 


Hit Accuracy: How well you performed. 
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TALK TO PROPS 


Now you're in touch with Props in the Stores and if you got the cash, 
you can upgrade your tank. The upgrades appear on the counter 
next to Props, so you can shop 'til you drop. These are the options 
in the Workshop Area: 

Next Item: Clicking on the D-Pad Left or Right lets you 

cycle through what's on offer. 

Buy Item: Clicking on the "C" Button lets you buy it (so 

long os you got the cash). 

Leave Stores: Hit Start Button. 



Briefing Area 

Everything from your pre- 
ferred control and sound 
configurations to your tank 
status will be saved, so 
when you return to hangin' 
out with Da Wardenz crew, 
you'll be able to get 
straight down to business. 


Other options in the Briefing Area are: 

• ENTER BRIEFING ROOM 

Starts the Mission Briefing sequence for your current mission. 

• TALK TO DOGG-TAG 

Chew the fat with the main Wardenz man. 

• EXIT 

Takes you back to your 'home' locotion in the Main Hangar. 

• OPEN LOCKERS 

Save -I- load your progress. 



MISSION BRIEFINGS 



This is where you get the main rundown regarding each and every 
mission in the game. Dogg-Tag's the man with the pian in here and 
you better iisten up and iisten good if you want to stay alive. 
Sometimes The Man's talking to you and when he does, he'll be set- 
ting the scene with background details to the mission locotion. 

Everything said in the briefings is vital to the successful completion of 
your missions, so you don't want to miss out on anything that's said 
(of course, you can always leave the briefings at any time if the call 
of nature's beckoning you, or you're one of those people who wants 
to get it on right awayT 

IN THE TANK 


The cockpit of your M-13 Predator battletank is truly state-of-the-art. 
in here you got everything you need to help you take out those bad 
guys to maximum effect: 2 3 



1. 360-4D ‘Flack’ Mk.l Threat Display 

This is your radar, it plots the positions of all targets, bullets, shells and 
missiles, relative to your position. It also shows the position of your 
Main Gun Turret. 

2. Kripps ‘All Points’ Roll-round Compass 

A roll-round compass, with the central point showing your tank's 
current heading. 

3. Flarelight 470 Mission Objective Indicator 

The location of your next mission objective is shown by the two 
arrows situated to either side of the Compass. If they are both point- 
ing right, then you go right. If they both point left, then you should 
go left. If the arrows are pointing inward and a third arrow appears 
in the center of the screen, then your objective is dead ahead. 

4. A1 ‘Protector’ Armor Integrity indicator 

This indicator shows the level of damage your tank has sustained 
and the level of armor it's currently equipped with. 

5. Freeway Nine-five Speed Indicator 

The moving needle on this display shows how fast you're going. 

6. Weaport A-9 Weapons/Air-support Display 

This display tells you which weapon you have currently selected along 
with some info about that weapon. For the Moin Cannon, o cannon 
ready indicator is shown. For the chain-gun, a barrel temperature 
read-out and a lock-on indicator are shown. For surface-to-air missiles 
(SAMs), the number remaining and a lock-on indicator are displayed. 
This display also indicates what type of air-support you've called in 
and what's happening to that air-support. 

7. Sanya Model 4 Multi-functional Display Monitor 

This is where the rest of Da Wardenz may appear to give you vari- 
ous in-game messages. 

8. Targeting Crosshair 

Mercado 1-12 Tactical Map Display 

This is accessed by pushing the Display Tactical Map control. With 
the Tactical Map, you get a detailed lowdown on your current mis- 
sion area. 


ARMOR 


Your Predator tank is fitted with highiy effective, depieted uranium 
armor, capabie of withstanding muitipie hits from the bod guys' 
chain-guns and tonk sheiis. The status of your tank's armor is aiways 
represented on-screen iike this: 



in the diagram above, each segment represents the amount of dam- 
age 2 sheii hits from an enemy tonk sheii wiii cause to your tank's 
armor— each segment therefore representing 1 Armor Unit, 

At the start of the game, your Predator is equipped with 3 Armor 
Units, During the game you can further equip your tank by buying 
a further 3 Armor Units, 


WEAPONS 


Your i\/i-13 Predator battietank can be armed with 4 different 
weapons. However, oniy the Main Cannon and Chain-gun are 
avaiiable at the start of the game. To switch your weapon, use the 
"B" button. 

240mm M257 Main Cannon 

This is your big gun. Use it to take out ground targets. Aim the cen- 
ter-screen HUD (Heads Up Dispiay) at the target and open fire, The 
Main Cannon has an uniimited suppiy of sheiis so you can biaze 
away without a care. 


60mm M231 Chain-gun 

This is your not-so-big gun. Use it to take out both air and ground 
targets. The Chain-gun iocks on automaticaiiy to the nearest target 
and wiii remain iocked on to it untii it goes out of your direct iine of 
sight or is destroyed. The Chain-gun takes a short whiie to iock-on, 
as its sight tracks across the screen to iine up with the targeting 
crosshair (this is because it takes a iittie whiie for the gun to rotate 
into position). Once both sight ond crosshair are overiaid, a iock-on 
wiii flash and the gun will remain trained on the target. 

Milipps Systems ‘Viper’ Surface-to-air Missiles (SAMs) 

These are limited in number, must be bought from the Stores and 
only 4 may be fitted to your tank at any one time, SAMs can only 
be used against threots from the oir and require a Iock-on before 
they can be fired. Once a Iock-on hos been achieved (in the same 
way as the Chain-gun) and the missile fired, it will home in on the 
target until that target has been destroyed - providing that the tar- 
get is within range of your radar Threat Display. 


TANK UPGRADES 


A Note fronn Props: 



If you wanna be a winner 
you gotta spend those dol- 
lars — speculate to accumu- 
late. During the course of 
your stay with us, you're 
gonna be wanting to 
upgrade your tank's perfor- 
mance and you can do that 
by buying any of the follow- 
ing from my good self at the 
Stores. 



CASKFLON: $8000 
ARMOUR 


Armor Repair 

This repairs your tank's armor 
by 1 Armor Unit. 





Extra Armor 

This adds a new piece of armor — 
equivaient to 1 Armor Unit — to 
your Predator battietank. 
Because this is a brand spanking 
new piece of high-grade, depiet- 
ed uranium armor, the current 
armor strength of your tank wiii 
aiso go up by 1 Armor Unit. 



SAMs 

You can buy up to 4 of these. 
None are fitted to your tank at 
the start of the game. 


Chain Gun Cooiant 

This wiii upgrade the speed at 
which your Chain Gun is 
reioaded. 
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i CASHFLOM: $8eee 

1 RELOADIMG 





Reioad Mechanism Upgrade 

This wiii siightiy improve the 
speed of reioading your tank's 
main cannon, therefore 
increasing your rate of fire. My 
advice to you is to purchase 
severai of these to achieve 
maximum performance. 



Targeting Computer Upgrade 

This wiii upgrade your 
Predator's targeting CPU so's 
you can achieve a iock-on with 
both chain-gun and SAMs a iot 
faster. Once again, my advice 
is to buy severai of these to 
achieve maximum effect. 



Engine Upgrade 

Buying an Engine Upgrade wiii 
increase your tank's acceiera- 
tion, top speed and the speed of 
rotation (maneuverabiiity). Buy a 
whole bunch — but make sure 
you also got Tracks Upgrades 
too. There's no point having 
great acceleration uniess you 
have the traction to use it. 


Tracks Upgrade 

This upgrade improves the trac- 
tion of your Predator's tracks, 
enabiing them to get a much 
better grip on surfaces. The 
down side of this is that you may 
find your tank's top speed 
adverseiy affected. Buy severai 
for maximum traction. 
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Offensive Air Support 

Fuelling up the Nine's A-10 is an 
expensive operation — and 

\A/hen you add the ordnance on 
top of that, \A/e're talking serious 
money here. But you're gonna 
wish you had that flyboy help- 
ing you out at the earliest oppor- 
tunity, so start saving now. Nine 
does a single run per mission. No 
more. No less. 


AIR SUPPORT 

A note from 9-1-1 ; 



Offensive Air Support 

This is basically your fourth main weapon, acting like a big smart 
bomb. When you call me in, you'll hear me before you see me. 
Then it's bye-bye to the bad guys. 
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HOSTAGES 

A note from Earshot: 



Listen up and listen good. 
This is the lowdown on 
hostage rescue. 

When you drive your tank 
to within a certain range 
of a hostage, they'll run 
toward you and subse- 
quently climb aboard — 
but only if you're station- 
ary. Don't move, or you 
might squish 'em! 


If the hostage is moving too far away from cover, i.e., if you're driving 
away from him, then he's going to be turning back and getting out 
of the line of fire, back to his original hidey-hole. He's gonna wait 
there until you return to fetch him. 


ENEMY VEHICLES 

All enemy vehicles have recognizable profiles. Learn to distinguish 
a basic tank from a heavy battletank. 


Stationary Ground Threats 

GUN EMPLACEMENTS 

Small enclosures with a chain-gun fixed into a set position, but with 
a 90 degree arc of fire. Use your Chain Gun to take them out. 



Mobile Ground Threats 



TANKS 

Same as yours. They'll hit you hard if you 
give 'em the chance. 



HEAVY BAHLETANKS 

These babies take more hits than their lit- 
tle brothers, but they aren't as fast. 



LIGHT ARMORED FIGHTING VEHICLES 
(AFVs) 

Highly maneuverable, light tanks. Small 
but deadly, so watch out for these guys 



ARMORED PERSONNEL CARRIERS 
(APCs) 

Identical to the Battletank when maneu- 
vering, the ARC'S armed with a chain-gun 
with a 90 degree arc of fire. 


Waterborne Threats 



GUNBOATS 

Restricted to areas of deep water, 
they've got o chain-gun mounted on 
their bows which has a 90 degree arc of 
fire. 


Airborne Threats 



LIGHT AHACK HELICOPTERS 

Armed with a chain-gun, these chop- 
pers go into a hover before opening up 
on you. 



HELICOPTER GUNSHIPS 

Real bad news. Basically, a flying tank 
attacking you with missiles and a whole 
heap of other stuff that I don't even 
want to think about... 


PICK-UPS 


Supply Crates 

Just drive over 'em to collect what they holding. You can cash in 
at the stores. 


MISSION STATS. 

At the end of each mission, you'll be presented with a statistical 
breakdown of how you did. These stats wiil include Hit Accuracy, 
No. of Targets Destroyed, Mission Objectives Achieved, etc, 


The last word from Dogg Tag: 


Someone once said, 'It 
doesn't matter whether 
you win or lose, it's how 
you play the game.' 

Well that man was wrong. 

I want you to go out there 
and win. At all costs... 

So what are you waiting 
for? Let's do it... 

Listen carefully to the Mission Briefings, or you'll be shooting in the 
darki 
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U.S. GOLD INC, LIMITED WARRANTY 


U.S. GOLD, INC. warrants to the original purchaser that this U.S. 
GOLD disk is free from defects in materials and workmanship for a 
period of ninety (90) days from the date of purchase. This U.S. 
GOLD disk is sold “as is” without expressed or implied warranty of 
any kind, and U.S. GOLD is not liable for any losses or damages of 
any kind resulting from use of this program. U.S. GOLD agrees for 
a period of ninety (90) days to either repair or replace, at its option, 
free of charge, any U.S. GOLD disk, postage paid, with proof of 
date of purchase, at its Factory Service Center. 

This limited warranty is not applicable to normal wear and tear. 
This limited warranty shall not be applicable and shall be void if the 
defect in the U.S. GOLD disk has arisen through abuse, unreason- 
able use, mistreatment or neglect. This limited warranty is in lieu 
of all other warranties and no other representations or claims of 
any nature shall be binding on or obligate U.S. GOLD. Any implied 
warranties of merchantability and fitness for a particular purpose, 
are limited to the ninety (90) day period described above. In no 
Gvent will U.S. GOLD be liable for any special, incidental, or con- 
soquential damages resulting from possession, use or malfunction 
ol this disk. 

Some states do not allow limitation as to how long an implied war- 
rntity lasts and/or exclusions or limitations or incidental or conse- 
quential damages so the above limitations and/or exclusions of lia- 
bility may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


Our HELP Line number is (415) 693-0497. Customer service is 
available Monday through Friday 9:00 am to 5:00 pm Pacific Time. 


Patents: U.S. Nos. 5,371 ,792/4,442,486/4,454,594/4,462,076; 

Europe No. 80244; Canada Nos. 1,183,276/1,082,351; 
Hong Kong No. 88-4302; Germany No. 2,609,826; 
Singapore No. 88-155; U.K. No. 1,535,999; 

France No. 1,607,029; Japan No. 1,632,396 


